Abstract. This study employed a quasi-experimental design to examine the effects of learning approach on learners' motivation, flow experience and performance. The research framework consisted of pedagogy, content and technology aspects. For the pedagogy aspect, type of learning approach was employed to engage the learner in game-based learning. For the content aspect, the game-play activity was conducted to enrich the learner in understanding programming concepts. The content includes the programming concepts, variables and control structure. For the technology aspect, the game design tool, Scratch, was employed to empower the learner in trial-and-error practice to express the ideas they acquired. The instruments utilized in the present study were motivation questionnaire, flow experience questionnaire, and project grading rubrics.
